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PATENT 

RFWAI -HIDE-PICK-REVEAL VIDEO WAGERING GAME FEATURE 

BACKGROUND OF THE INVENTION 

L Field of the Invention 

The present invention relates to the field of wagering apparatus, wagering games 
played on that apparatus, and especially bonus-type game events played on video 
wagering game apparatus. 

2. Background of the Art 

Gaming machines, such as slot machines, video poker machines and the like, have 
been a cornerstone of the gaming industry for several years. Generally, the popularity of 
such machines with players is dependent on the likelihood (or perceived likelihood) of 
winning money at the machine and the intrinsic entertainment value of the machine 
relative to other available gaming options. Where the available gaming options include a 
number of competing machines and the expectation of winning each machine is roughly 
the same (or believed to be the same), players are most likely to be attracted to the most 
entertaining and exciting of the machines. The trend in video slot play is towards games 
with better graphics and sound features and that are more entertaining. Operators 
consequently strive to employ the most entertaining and exciting machines available, 
because such machines attract frequent play and hence increase profitability to the 
operator. Accordingly, in the competitive gaming machine industry, there is a continuing 
need for gaming machine manufacturers to produce new types of games, or 
enhancements to existing games, which will attract frequent play by enhancing the 
entertainment value and excitement associated with the game. 

One concept which has been successfully employed to enhance the entertainment 
value of a game is the concept of a "secondary" or "bonus" game which may be played in 
conjunction with a "basic" game. The bonus game may comprise any type of game, 
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either similar to or completely different from the basic game, which is entered upon the 
occurrence of a selected event or outcome of the basic game. The bonus game is entered 
upon the appearance of a special symbol combination on the reels of the slot machine in 
the basic game. The triggering event is usually a winning event, whose award includes 
5 credits and entry into the bonus event. In the bonus game, the probability of winning 
combinations appearing on the reels, or the "hit rate," is much greater than that of the 
basic game. The player is permitted to keep playing and accumulating winnings from the 
bonus game until a losing trial occurs. Such a bonus game produces a significantly 
higher level of player excitement than the basic game because it provides a greater 
10 expectation of winning than the basic game and is accompanied with more attractive or 
unusual video displays and/or sounds. 

Because the bonus game concept offers tremendous advantages in player appeal 
and excitement relative to other known games, and because such games are attractive to 
both players and operators, there is a continuing need to develop new types of bonus 
15 games to satisfy the demands of players and operators. Preferably, such new bonus 

games will maintain, or even further enhance, the level of player excitement offered by 
bonus games heretofore known in the art. Numerous bonus events are already known in 
the gaming industry and the video wagering game industry in particular. 

Yoseloff, U.S. Patent Nos. 6,179,71 1 and 6,454,651 describe generic bonus 
20 events in which multipliers in excess of 2 can be provided in second screen bonus events. 

Bennett, U.S. Patent No. 6,271,178 discloses that it is normal in machines of the 
type having multiple pay lines available, that the player purchases the option of playing 
for a win on lines other than the center line. In order to add further player interest, the 
game is also provided with a random feature whereby under certain circumstances, a 
25 further combination of symbol positions; referred to as the "mystery line", will be 
randomly selected by the machine's controller to give the player another winning 
opportunity. A prize is paid to the player in the event that a predetermined combination 
of symbols is displayed on the "mystery line". 
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Thomas et al, U.S. Patent No. 6,190,255 describes a bonus event known in the art 
as "Pick Until You Pop," in which a number of player selectable symbols are provided on 
a screen, usually in a bonus mode. The symbols are selected by the player, and then the 
award behind the symbol is revealed. The bonus event or game event ends when a result 
5 behind a symbol is revealed that has the property of ending the bonus whenever that 
result is revealed. The "end bonus event" is typically a winning event. 

Schneider et al., U.S. Patent No. 6,089,976 describes a gaming apparatus and 
method including a primary game and a player interactive bonus game actuated by a 
qualifying outcome of the primary game and including a bonus award display showing a 
10 multiplicity of images displayed on a video monitor from which a player selects until 

achieving a pair of matched bonus awards. The matching of symbols results in a payout. 
This method of play is referred to in the art as "Pick Until You Match." 

Vancura, U.S. Patent Nos. 6,059,289 and 6,033,307 describe a method for playing 
a bonus game in a secondary slot machine adjacent a primary slot machine. The primary 
15 slot machine issues a bonus qualifying signal to the secondary slot machine to start play 
of a bonus game when a bonus qualifying event occurs. The reels of the bonus game 
include value symbols, null symbols, and end game symbols which may be of two basic 
types: a lose game symbol and a stop game symbol. After the random spin, the values of 
any value symbols displayed on the pay line of the secondary slot machine are 
20 accumulated into an accumulated winning value. The value symbols could include 
positive integer values, negative integer values, and multiples. The random spinning, 
determination of values of any value symbol and the accumulation of a winning value is 
repeatedly continued until an end of the bonus game occurs. The invention provides two 
adjacent gaming machines. In the preferred embodiment, the gaming machines are slot 
25 machines and each slot machine employs physical reels with stops that have equal 

probabilities of landing on each reel position and wherein each reel has a predetermined 
number of stops. In the primary slot machine, a bonusing qualifying event is used to 
enable a player to play the secondary slot machine containing the bonus game. The 
bonusing game on the secondary machine proceeds in a cumulative fashion with the 
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player stopping when special "lose" or "stop" play symbols appear on the pay line, when 
the player issues a stop signal, when a predetermined amount of winnings occurs, when a 
predetermined number of spins occurs, or any combination thereof. 

Slomiany et al., U.S. Patent No. 6,159,098 also describes a bonus game for a 
gaming machine with two types of awards. The bonus game includes a plurality of 
selection elements, a number of which are associated with an award of coin(s) or credit(s) 
and a number of which are associated with an end-bonus penalty. The game is played by 
selecting a number of the selection elements, one at a time, until encountering a selection 
element associated with an end-bonus penalty which ends the bonus game. A first award 
type in the bonus game is a selection-based award in which the player is credited an 
amount of coin(s) or credit(s) based on the value (or cumulative value) of the selection 
elements selected in the bonus game. A second award type in the bonus game is a 
quantity-based award in which the player is credited an amount of coin(s) or credit(s) 
based on the number of successful trials of the bonus game. 

Baerlocher et al., U.S. Patent No. 6,315,664 describes a bonus scheme for a 
gaming device, which presents a plurality of indicators to the player. Each indicator may 
be a success indicator or a failure indicator based on a pre-determined probability. Upon 
or prior to the selection of the indicator, the processor in the gaming device determines, 
based on that probability, if the indicator is a success indicator or a failure indicator. 
When a player selects an indicator, the gaming device displays if the selected indicator is 
a failure indicator or a success indicator and a value associated with the success indicator. 
The player selects indicators until the player selects all of the success indicators or the 
player selects a failure indicator. Accordingly, based on chance and the pre-determined 
probability, a bonus round may include all success indicators and no failure indicators to 
increase player excitement and enjoyment. 

Hughs-Baird et al., U.S. Patent No. 6,439,995 describes a gaming device having a 
bonus round with multiple selection groups. The bonus round does not end upon an 
"end-bonus" selection; rather, the bonus round ends upon the selection of a 
predetermined number of selections from the last or final selection group. In one 
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embodiment of the present invention, the number of selections is determined from a 
selection group preceding the final selection group. Prior to determining the number of 
final selection group picks, the game provides the player with at least one selection group 
in which the player selects award indicators until selecting an indicator that advances the 
player to the next selection group. Player excitement and enjoyment is enhanced because 
the invention provides the player with multiple opportunities to achieve game credits and 
because the player is guaranteed to have at least one opportunity to select from the final 
selection group. In one embodiment, the final selection group has larger values than the 

previous selection groups. 

Kaminkow, U.S. Patent No. 6,5 1 1,375 describes a gaming device bonus roond 
tbat contains a plurality of groups eacb baving a plura.ity of selections tha, tbe player can 
pick and receive an award. Tbe groups and selections form a theme that provtdes 
enjoyment and excitement to the player. The game enables the player to pick a 
predetermined number of selections from each group. After the player picks from each 
selection group, .he game uncover,, reveals and awards an award hidden underneath and 
te awards of selections that the player did not choose. The bonus round includes audto 
and visual displays, in accordance with the game theme, mat either direct or follow along 
with the player's progress of the bonus mund. As the player proceeds through the bonus 
round, the game accumulates the awards and displays the accumulation at the end of the 
round. 

Baerlocher, U.S. Patent No. 6,569,016 describes a gaming device that contains a 
plurality of awards each having a value, a plurality of activators, a plurality of 
deactivators, and a set of indicators from which the activators and deactivators are 
chosen The activators, deactivators and indicators are numbers. The controller of the 
gaming device randomly selects one of the indicators. If the plurality of activators 
includes the selected indicator, the player receives the value of an award. Conversely, if 
the plurality of deactivators includes the selected indicator, the player does not receive 
the value of an award. If the plurality of activators or deactivators is sequential, e.g. 1 
through 5, the activator set or deactivator set can include a selected integer, for example 
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3, or a non-integer, for example 3.5. The implementer of the gaming device may 
predetermine the activators and deactivators or may add another layer of random 
generation, whereby the gaming device randomly selects the activators and deactivators 
from the set of indicators. In either case, the implementer can set the probability of 
success for each award to be any probability, 0 through 100%. 

Baerlocher et al., U.S. Patent No. 6,575,830 describes a bonus round of gaming 
device in which the player either wins that which the player does not select or the player 
selectively replaces one award with another award with the hopes of maximizing an 
ultimate award. In the embodiment wherein the player wins that which the player does 
not select, one or more selections are made from the plurality of symbols, and the game 
provides awards assigned to the unselected choices or symbols. In the replacement 
embodiment, the game replaces the award of a selected symbol with an alternative type 
of award. In one example, the awards assigned to the unselected symbols are gaming 
device credits, while the converted or replaced awards assigned to selected symbols are 
multipliers. After replacement, the game sums the credits, sums the multipliers and 
multiplies the credits by the multipliers to produce an ultimate award. 

Hughs-Baird et al., U.S. Patent No. 6,595,854 describes a gaming device having a 
bonus round with multiple selection groups. The bonus round does not end upon an 
"end-bonus" selection; rather, the bonus round ends upon the selection of a 
predetermined number of selections from the last or final selection group. In one 
embodiment, the number of selections is determined from a selection group preceding the 
final selection group. Prior to determining the number of final selection group picks, the 
game provides the player with at least one selection group in which the player selects 
award indicators until selecting an indicator that advances the player to the next selection 
group Player excitement and enjoyment is enhanced because the present invention 
provides the player with multiple opportunities to achieve game credits and because the 
player is guaranteed to have at least one opportunity to select from the final selection 
group, in one embodiment, the final selection group has larger values than the previous 
selection groups. 
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Kaminkow et al., U.S. Patent No. 6,599,185 relates to a method and gaming 
device having a multiple selection and award distribution bonus scheme. A selection is 
chosen from a group of selections. The present invention determines awards for 
distribution to the selection. Once determined, the awards are distributed to the selection 
and a player is provided with the awards. The present invention preferably utilizes a 
number of award pools in order to determine the award distribution. This award pool 
determination is based on, for example, a number of probability tables associated with the 
award pools. 

Baerlocher et al., U.S. Patent No. 6,602,136 describes a bonus scheme for a 
gaming device, which involves a symbol marker, which advances along one or more 
paths The paths include a plurality of symbols and one or more path change conditions. 
If a path change condition occurs, the symbol marker moves from one path to a different 
path While advancing along certain paths, the player has the opportunity to gam bonus 
value depending upon which symbol the symbol marker visits. This type of bonus 
scheme increases player excitement and joy for gaming devices. 

Bennett, U.S. Patent No. 6,572,471 describes a slot machine with a cabinet 
including a prize display, a coin entry slot, and a payout tray and internally mounted 
game control processor circuits. The game display comprises a video display screen 
controlled to display a game image divided into a matrix of elements or player selectable 
zones The video screen is preferably of the touch sensitive variety, having an array of 
touch sensitive areas located on its display surface with one such area associated with 
each matrix element. The player may select one of the matrix elements by touching the 
screen within the area of the respective element to be selected, thereby causing the image 
in the element to change to reveal whether or not a prize value is associated with that 

zone. u 
Bally Gaming "Poker Plus" game. This is a video game with a bonus event that 

has been published since a. least about 1984. When a four-of-a-kind hand is aehteved, a 

bonus event is entered. To win the bonus event, speeifie cards in the four-of-a-kmd set of 

cards must be selected upon command. All cards are initially viewed, the cards are 
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turned face-down and 'shuffled,' the command to select a specific card (both rank and 
suit are identified), and the player makes a selection by exercise of controls. The proper 
selection provides a bonus doubling the win on the four-of-a-kind play without risking 
the award. Each successive request then identifies another card in the set of original four- 
a-of-a-kind, and the existing awards are again doubled. There is no mention or suggestion 
of a specific preview of the awards that are possible in the bonus event, but merely 
identifies the symbols from which a selection is eventually made. The individual 
symbols do not have a specific relationship to value or awards. 

A Carnival wagering game is known as "Three-Card Monte" in which three cards 
of different identity (e.g., suit and/or rank) are shown to players. The dealer then turns 
the cards face down, dexterously rearranges the cards, and challenges the player to select 
a specific card and place a wager on that selection. There is no specific value on the 
individual cards, but they are displayed to the player prior to the rearrangement. 

In spite of the variety of games and bonuses that are presently described in the 
literature, there is always room for improvement and the addition of features that attract 
and maintain the interest of players. 

gf iMMARV OF THE INVENTION 

A game feature, and especially a bonus event game feature for video wagering 
apparatus has a unique method of displaying at least some of the potential individual 
rewards or other bonus event results, hiding those potential individual awards or other 
bonus event results 'beneath' a symbol or region, randomly re-arranging the awards 
allowing the player to select a symbol or region according to game play methods, and . 
revealing at least the awards or other bonus event results that were masked by the 
selected symbols or areas. Excitement is promoted by having a player anticipate the 
availability of specific bonus game awards and events during the selection process, as 
opposed to making selections without any specific knowledge of at least some of the 
specific bonuses or events that are potentially available in the bonus event. 
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BRIEF TiF.srRTPTION THE FIGURES 

Figure 1 shows a reel-type gaming apparatus with a bonus display panel. 

Figure 2 shows the mapping of reels for a reel-type game. 

Figure 3 shows a pay table for a reel-type game. 

Figure 4 shows a screen displaying potential bonus awards or events. 

Figure 5 shows the screen of Figure 4 after the displayed bonus awards or events 

are hidden behind symbols. 

Figure 6 shows a screen sequence where one selected symbol reveals an 

underlying bonus award or event after player selection. 

PETATLED DES CRIPTION OF THE INVENTION 

The present invention will be described with respect to a specific game that is a 
non-limiting example of the type of game that may be played along with the bonus event 
of the present invention. It is apparent to those skilled in the art that alternative games, 
alternative systems, alternative awards, alternative bonus events, and other variations 
may be made within the scope of the present invention. All of the references and pnor art 
described above is incorporated herein by reference in their entirety with respect to 
apparatus, materials, software, hardware and game play methods that may be used m 
conjunction with the bonus event of the present invention. Examples of this combination 
of prior technology with the present invention would be the display of the potential 
awards (according to the present invention) in combination with Pick Until You Pop 
bonuses, Pick Until You Match bonuses, picking until selections are exhausted, 
exchanging picks, discarding picks, and the like. The underlying described herein in 
conjunction with the play of the bonus event of the invention is themed on the classic 
comedy group Stan Laurel and Oliver Hardy. 

A game feature, and especially a bonus event game feature for video wagering 
apparatus has a unique method of displaying at least some of the potential individual 
rewards or other bonus event results, hiding or masking those potential individual awards 
or other bonus event results 'beneath' a symbol or region re-arranging the rewards or 
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bonus even, results, allowing .he player to se.ee. a symbol or region aceording to game 
play methods, and revealing a. leas, .he awards or orner bonus even, results mat were 
underneath seleeted symbols or areas. Excitement is promoted by having a player 
anticipate the availability of specific bonus game awards and events during .he selection 
process, as opposed .o making selections wititou, any specific knowledge of a. leas, some 
of the specific bonuses or events tat are po.eu.iaUy available in the bonus even.. 

TECHNICS ^GROUND PI IBE 3 AIBH «■ HARPY?? Vn)F,0 GAME 

(PF VF XI „PICy -l>™» BONUS) 

One preferred format of the "Laurel and Hardy" video game is a 3 X 5 reel slot- 
type game to. displays a video simulation of three symbols on each reel. Thus yieldtng a 
toutl of fifteen various symbols per play. The game includes one or two optional bonus 
payouls aside ftom .he basic play. The game could be reformatted as a 1 X 3, 3 X 3, 5 X 
5 or other video reel-type game. Figures 1 and 2 illustrate a second preferred 3 X 3 
forma, for the game, using a reel slot machine as the base game and a separate vtdeo 

monitor to display the bonus event. 

The Laurel & Hardy game is controlled by bo* a physical button arrangement on 

tire dashboard of .he cabinet and a s,andard soft button .ouch screen on tite video screen. 

However, in another form of tire game, tite player conttols could be located completely 

on the dashboard, or completely on the display screen. 

A status area is localed on the lower portion of the game's video screen. The 
game uses a .ouch screen ,o perform tite "soft button" ftutctions in one exemplary form of 
«be invention. The help page, credits, line win, total win, play button, pay line se.ec.ton 
be. per line button are par, of .he dashboard and stattts area and are continued by ,he soft 
buttons. 

r.AMP SYMBOLS & PAY TABLES 
Laurel & Hardy contains 10 symbols for depicting various winning events for the 3 X 5 
format of the game. Some of the symbols are animated on a win of 3 or more like 
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symbols 
play of the game 



It is to be understood that the particular game symbols are unimportant to the 



PAY TABLE 
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Symbol 


Pays On 


Comments 


wild 


Pays for 5, 4, 3 and 2 
like symbols on a pay 
line 


Replaces Laurel symbols, and 
Hardy symbols 


Suitcases 


Pays for 5, 4, 3 like 
symbols on a pay line 





GAME PLAY 

Laurel & Hardy play is initiated by the player first establishing a credit base 
from which to wager on. This credit base is then debited by placing bets on individual 
games. The player selecting the number of pay lines to activate for the current game. 
The player can select from one to the maximum number of available pay lines. In one 
illustrated form of the invention, there are five pay lines. In other forms of the invention, 
nine or fifteen pay lines. Other numbers of pay lines are contemplated. As the pay lines 
are selected, each pay line will be graphically displayed on the video monitor. 
Exemplary pay lines for the3X 3 format game are illustrated belowinFig. 1. A "line 

trigger" is any triggering event where the symbols have to appear in specific lines or in 
specific orientations (e.g., in the first three columns in adjacent squares). Once the pay 
lines are selected, the player selects the number of credits to bet on each pay line. The 
number of credits bet will be displayed on a balloon at each end of the pay line. To start 
play, the play button or spin button is activated. 

The video reels will animate and appear to spin and then stop in a left to right 
fashion. A number of symbols are displayed. The game will evaluate any winning 
combinations or bonuses according to the pay table and game rules. Although not 
necessary to practice the invention, in one embodiment, winning combinations are paid 
left to right. As is common with video wagering games. Only pay lines that are selected 
and bet will be determined to be winners. Pay table values or "odds" for winning 
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combinations are multiplied by the line wager. All payouts are summed to determine the 
payout. 

A winning pay line may be highlighted by framing the winning symbols and the 
frame will flash. If there is more than one winning pay line, the pay lines will 
individually flash and cycle one to another. For example if pay line 1, 3 and 5 have 
winning combinations, line one will highlight and flash individually, then line 3 will flash 
individually, and finally line 5 will flash individually. At the end of line 5, the cycle 
repeats with line 1. The status area in the gaming machine cabinet dashboard will display 
the total win and will also display the line win. This line win is color-coded to the 
respective pay line that is flashing from step seven above and also displays small icons of 
the winning symbols. 

Bonus Play 

Setter Hat Pay 

The following bonus event is described in terms of the video version of the game, 
in which a 3 x 5 display is used in the base game. A plurality of "Hat" symbols triggers a 
scatter pay bonus. Scatter pay is achieved when there are two or more "hat" symbols 
located anywhere on the play field or display. These symbols can reside in any of the 
fifteen available symbol locations in a 3 X 5 symbol game. The scatter bonus payout for 
two symbols is two times the total amount wagered for the current game. The invention 
contemplates other odds payouts such as IX, 5X or higher values. In one example of the 
invention, three scatter symbols yields 10 times the total amount wagered, four scatter 
symbols yields 25 times the total amount wagered and five scatter symbols yields 100 
times the total bet. The bonus is then added to the player's available credits. This is the 
traditional use of scatter pay symbols. That is, the symbols appear anywhere and provide 
a winning event that is dependent upon (a factor of) the amount wagered on the game. 

In a preferred form of play, an added bonus of 2X the total amount wagered is 
paid only for the appearance of two hat symbols anywhere on the screen. 
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"Derby" Bonus 

Laurel & Hardy provides a second screen bonus when the base game play 
produces a winning combination of symbols. One exemplary combination comprises 
three to five "Hat" symbols anywhere on the screen. In alternate embodiments, the bonus 
event is triggered by the appearance of three or more hat symbols on a pay line. After the 
derby (or hat) bonus is activated, the player is then presented with a second screen which 
displays a 4 x 4 matrix of bonus award multipliers, each displayed on a white ball, except 
for one. An additional award multiplier is presented on a black ball. The black ball 
represents the "end bonus event" that computes the bonus game and returns the player to 
the main game. 

After all of the multipliers are displayed, the balls are concealed under hats. All 
balls are multipliers and are initially displayed before bonus play begins, with the balls 
subsequently hidden behind the hats. The lower portion of the screen contains counters 
for "Total Bet" and "Credits." On the left side of the screen there is a counter for "Total 
Award". 

The bonus screen initiates an animation that hides the bonus multipliers that were 
previously revealed, and then randomly mixes the hat locations (as well as the bonus 
multiplier locations). In another example of the invention, the masking animation 
remains stationary while the bonus amounts and/or events are randomly moved to new 
positions. The hats are animated to populate the 4 x 4 matrix. The player then picks a 
hat, and the bonus multiplier is then revealed. The bonus multiplier is applied to the 
current line wager, total amount wagered or payout amounts. The player then continues 
selecting hats and receiving awards until the player picks a hat that conceals a multiplier 

that is an "End Bonus" award. 

Upon completion of the bonus play, a congratulations screen displays the total 
bonus award and returns the player to regular game play. The bonus payout in one form 
of the invention is 2 to 122 times the amount initially wagered for three triggering "Hat- 
symbols, 2 to 122 times for four triggering "Hat" symbols and 2 to 1000 times for five 
triggering "Hat" symbols. 
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The use of a Reveal-Hide-Pick-Display (in this example, a Reveal-Hide-Pick 
Until Yon Pop then Display game) is the item of novelty. The novelty acts to create an 
apprehension or anticipation in the player. This is done by first displaying the posstble 
bonnses for a time sufficient to inform the player of the possible multipliers that can be 
selected and then allowing the player to pick. A key is that the player does not know 
where to pick, because the location of the multipliers has been rearranged. 

While the invention is susceptible to various modifications and alternative forms, 
specific embodiments have been shown by way of example in the drawings and will be 
described in detail herein. However, it should be understood mat the invention > not 
intended to be limited to the particular forms disclosed. Rather, the invention ts to cover 
all modifications, equivalents, and alternatives falling within the spirit and scope of the 
invention as defined by the appended claims. 

Turning now to the drawings and referring initially to FIG. 1, there is depicted an 
electro-mechanical slot machine 10 which may be utilized to play bom a "basic" game 
and a secondary or "bonus" game. The slot machine 10 ineludes a display wtndow 12 
tough which a player may observe three spinning reels, 14, 16 and 18. Game play ts 
initiated by inserting a number of coins or playing a number of credits, causing a CPU or 
game controller (not shown) to activate a number of pay lines correspond,^ to the 
number of coins or credits played. In the illustrated embodiment, up to five pay lutes, 
designated by reference numerals 22, 24, 26, 28 and 30 may be activated, dependmg on 
the number of coins or credits played. The play of one coin or credit activates pay hue 
22 two coins or credits activate pay lines 22 and 24, three coins or credtts activate pay 
hues 22 24 and 26, four cobs or credits activate pay lines 22, 24, 26 and 28 and five 
coins or credits activate pay lines 22, 24, 26, 28 and 30. I. will be appreciated, however, 
that the present invention may be implemented on machines having fewer or greater 
numbers of pay lines and/or with pay linefs) which are activated independently of the 
number of coins or credits played. The present invention may also be implemented wtth 
video "reels." Accordingly, the terms "reels," "spinning reels," etc., and the like shall be 
understood herein to encompass video, as well as mechanical, implementattona. 
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After activation of the pay lines, the reels 14, 16, 18 are set in motion by either 
pulling a lever 20 or depressing a push button (not shown) on the slot machine 10. The 
processor then operates according to its game program to select a game outcome (e.g., 
"basic" game outcome) corresponding to a particular set of reel stop positions and, using 
5 technology well known in the art, causes each of the reels 14, 16, 1 8 to stop at the 
preselected stop position. Symbols (see FIG. 2) are affixed to the reels 14, 16, 18 to 
graphically illustrate the reel stop position and indicate whether the stop position of the 
reels represent a winning game outcome. Winning "basic" game outcomes (e.g., symbol 
combinations resulting in payment of coins or credits) are identifiable by a pay table 
10 affixed to the slot machine 10. A winning combination occurs when the symbols 

appearing on the reels 14, 16, 18 correspond to one of the winning combinations on the 
pay table. Traditionally, such winning combinations must be displayed relative to an 
active one of the pay line(s) 22, 24, 26, 28 and/or 30. 

For example, in the illustrated embodiment, if one coin or credit is played, pay 
15 line 22 is activated and a winning combination occurs if one of the combinations 

appearing on the pay table is displayed directly under pay line 22 (e.g., with the first, 
second and third symbols of the combination being displayed, respectively, in the "left- 
center" position, "middle-center" position and "right-center" position relative to the 
display window 12). If two coins or credits are played, pay lines 22 and 24 are activated 
and winning combination(s) occur if any of the combinations appearing on the pay table 
are displayed directly under pay line 22 and/or pay line 24. Pay line 24 requires that the 
first, second and third symbols of the combination are displayed, respectively, in the 
"left-upper" position, "middle-upper" position and "right-upper" position relative to the 
display window 12. If three coins or credits are played, pay lines 22, 24 and 26 are 
activated and winning combination(s) occur if any of the combinations appearing on the 
pay table are displayed directly under pay lines 22, 24 and/or 26. Pay line 26 requires 
that the first, second and third symbols of the combination are displayed, respectively, in 
the "left-lower" position, "middle-lower" position and "right-lower" position relative to 
the display window 12. If four coins or credits are played, pay lines 22, 24, 26 and 28 are 



20 
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activated and winning combination(s) occur if any of the combinations appearing on the 
pay table are displayed directly under pay lines 22, 24, 26 and/or 28. Pay line 28 requires 
that the first, second and third symbols of the combination are displayed, respectively, in 
the "left-upper" position, "middle-center" position and "right-lower" position relative to 
the display window 12. Finally, if five coins or credits are played, pay lines 22, 24, 26, 
28 and 30 are activated and winning combination(s) occur if any of the combinations 
appearing on the pay table are displayed directly under pay lines 22, 24, 26, 28 and/or 30. 
Pay line 30 requires that the first, second and third symbols of the combination are 
displayed, respectively, in the "left-lower" position, "middle-center" position and "right- 
upper" position relative to the display window 12. 

It will be appreciated, however, that alternative pay schemes may be 
implemented. For example, a winning combination may be defined by the processor to 
occur when a special "start-bonus" symbol appears on one or more of the reels in any 
predetermined display position. In one embodiment of the present invention, a "start- 
bonus" outcome occurs when a special "start-bonus" symbol appears on each of three 
reels, in either of three visible display positions (e.g., "upper," "center" or "lower") on 
each reel, even if such positions do not correspond with an active pay line. The 
appearance of a "start-bonus" symbol on the designated number of reels, in the 
designated display position(s) represents a "start-bonus" outcome causing the processor 
to shift operation from the basic game to a bonus game. In another embodiment, the 
processor enters the bonus game upon the appearance of a special symbol combination on 
the reels 14, 16, 18 which is not identified on the pay table. Because such combination is 
not identified on the pay table, it is a "start-bonus" combination which players will 
consider to be a losing combination and, accordingly, represents a surprise winning 
combination to the player. Alternatively or additionally, the occurrence of "start-bonus- 
symbols and/or combination(s) may cause the processor to award coin(s) or credit(s) in 
the basic game. 

A separate video display 32 is provided for displaying the bonus game, although 
where the underlying or basic game (e.g., a reel-type slot game) is a video gaming 
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system, both the bonus game and the underlying or basic game may be played on the 
same display screen. In another preferred form of the game, the base game is a video reel 
slot simulation and the derby bonus event is displayed on the same video screen. The 
video display 32 of the first embodiment may comprise a dot matrix, CRT, LED, LCD, 
5 electro-luminescent display or generally any type of video display known in the art. In 
the illustrated embodiment, the video display 32 is vertically disposed within an upper 
portion of the slot machine 10. It will be appreciated that the "basic" game need not 
comprise a spinning reel slot machine game, as illustrated in FIG. 1, but may comprise 
virtually any type of game of chance or skill or combination of such games) having 
10 outcomes (e.g., "start-bonus" outcomes) which may trigger play of a bonus game on the 
video display 32. The basic game may itself be implemented on the video display 32 or a 
separate video display (not shown). The basic game may comprise a video poker or 
video blackjack game, for example. In embodiments where both the basic and bonus 
games are implemented in video, each game may be shown on the same video display. 

In one embodiment, the possible basic game outcomes include a special symbol 
combination (e.g., "bonus-resource" outcome) causing the processor to generate a bonus 
game resource exercisable in the bonus game. The occurrence of "bonus-resource" 
outcome(s) may also cause the processor to award coin(s) or credit(s) in the basic game. 
In one embodiment, the processor continues to operate in the basic mode after the 
20 occurrence of a bonus-resource outcome. In this embodiment, any number of bonus- 
resource outcomes may occur through several repetitions of the basic game (causing the 
processor to generate a corresponding number of bonus game resources) before entering 
the bonus mode, if at all, upon the occurrence of a start-bonus outcome. The bonus game 
resource(s) may comprise any item which operates to enhance the excitement and/or 
25 winning expectation in the bonus game. In one embodiment, for example, a bonus game 
resource is usable to override an otherwise undesired outcome of the bonus game. For 
example, in a bonus game including one or more "end-bonus" outcome(s) which would 
otherwise end the bonus game, a bonus game resource, if available, may be used to 
override the end-bonus outcome and thereby continue play of the bonus game. Another 



15 



1 O 

9/15/2003 5:19 PM 



PA0916.ap.US 



type of bonus game resource might be used as a multiplier (e.g., 2X, 5X, 10X, etc.) of 
coin(s) or credit(s) awarded in a bonus game. For example, a "S.times." resource played 
in conjunction with a bonus game outcome awarding 5 coins or credits would result in an 

award of 25 coins or credits. 

FIG. 2 shows a set of reel strips for use with a slot machine of the type shown in 
FIG. 1 to implement a slot machine game. Tbe reel strips correspond to the reels 14, 16, 
18 in FIG. 1 and will be identified by corresponding reference numerals 14, 16, 18. Each 
of the reel strips 14, 16, 18 includes eighteen symbols, corresponding to eighteen 
available reel stopping positions. The symbols which appear on reel strip 14 include, in 
sequence, Jackpot 7, Plum, Orange, Plum, Orange, Plum, Orange, Plum, Blue 7, Cherry, 
Orange, Bell, Orange, Strawberry, Blue 7, Orange, Party Favor and Plum. The symbols 
which appear on reel strip 16 include, in sequence, Jackpot 7, Bell, Party Favor, Bell, 
Cherry, Orange, Plum, Cherry, Bell, Party Favor, Bell, Strawberry, Plum, Blue 7, Bell, 
Party Favor, Bell and Strawberry. Finally, the symbols which appear on reel strip 18 
include, in sequence, Jackpot 7, Cherry, Orange, Party Favor, Orange, Special Lemon, 
Orange, Plum, Orange, Plum, Orange, Plum, Bell, Strawberry, Blue 7, Bell, Cherry and 
Lemon. 

An exemplary pay table for the slot machine game (corresponding to the symbols 
shown in FIG. 2) is shown at FIG. 3. The pay table identifies the amount of coin(s) or 
credit(s) awarded for various combinations of symbols that may appear in the basic game. 
The amount of coin(s) or credit(s) identified in the pay table traditionally corresponds to 
the probabilities of "hitting" the various combinations of symbols, less an appropriate 
"hold percentage" retained by the slot machine 10. 

Where the reels each have eighteen symbols corresponding to eighteen reel stop 
positions, the odds of "hitting" each unique combination relative to a single active pay 
line is one in 5,832 (18 X 18 X 18). There are numerous ways known in the art to alter 
this natural hit frequency, including Telnaes, U.S. Patent No.4,448,419 and Yoseloff, 
U.S. Patent Nos.6,1 17,009 and 6,159,096. 
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A rectangular grid may appear on the display of the bonus game. In one 
embodiment, the grid consists of thirty frames arranged in five rows and six columns. 
Each of the tiles comprises a selection element or "window" associated with a particular 
bonus game outcome. The frames may be initially masked so that the various outcomes 
corresponding to the windows are hidden "behind" the windows. In one embodiment, the 
outcomes consist of various numerical outcomes (such as, for example, coin/credit 
values) and various non-numerical outcomes (such as, for example, "end-bonus" 
outcomes). The various outcomes according to the invention are displayed, the numerical 
outcomes masked again, and, optionally for dramatic impact, the masks shuffled or 
rearranged to provide a visual indication of a random relocation of the numerical and/or 
other outcomes. The various type(s) of outcomes and the values of the numerical 
outcomes are predetermined by the game program according to the type of bonus game 
which is being played (and, in one embodiment, according to the number of coins or 
credits played) but the placement of the outcomes in the grid (e.g., the determination of 
which selection elements are to be associated with the various outcomes) is randomly 
determined by the game controller. Arrangement of the various outcomes, once 
determined, remains fixed for the duration of the bonus game. The arrangement of 
outcomes is changed, however, upon subsequent plays of the bonus game so that each 
individual bonus game will generally have a unique arrangement of outcomes in the grid 
40. It will be appreciated that the depiction and arrangement of selection elements, the 
number(s) of selection elements and the distribution of possible outcomes associated with 
the selection elements may be varied according to the game program. For example, the 
selection elements may be depicted as graphical symbols, animations, and the like rather 
than "windows," and may be provided in fewer or greater numbers than described herein. 

As play begins, the player is shown thirty possible outcomes. The outcomes are 
masked by game elements and the outcomes and/or game elements are repositioned 
randomly. The player is prompted to select one of the thirty windows, frames or game 
elements. It will be appreciated that any of several known player control devices may be 
utilized to implement the selection of window(s). In one embodiment, an animated 
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"hand" pointer scrolls across the grid and window selection is accomplished by the player 
depressing a designated "select" button when the hand is pointing to a desired selection. 
Scrolling of the pointer (e.g., hand) prior to the selection of the desired window may be 
accomplished automatically according to the game program or may be controlled by the 
player depressing various buttons. In another embodiment utilizing a touch-screen 
display, the desired window is selected by simply touching the screen in an area over the 
window. The selection of selection element(s) under player control is a novel concept 
which enhances the excitement of the bonus game in relation to other types of bonus 
games known in the art. Whereas other bonus game(s) have outcomes which are 
determined entirely by the game program, the outcome(s) in the present game are directly 
influenced by the player's choice(s) of window(s). 

Upon selection of a game element, the game controller causes the outcome 
associated with the selected element to be revealed on the display. Coin(s), spin(s), 
multipliers or credit(s) are awarded as appropriate, corresponding to the selected 
outcome. The award of coin(s), spin(s), multipliers or credit(s) may occur immediately 
upon selection of the outcome or may be deferred until completion of the bonus game. 

In one embodiment, when the bonus game has ended, the game program causes 
the display to reveal the outcomes associated with the entire grid, thereby permitting the 
player to see which ones of the remaining windows contained end-bonus outcomes and 
which ones of the windows contained "safe" outcomes such as the award of coin(s), 

spins, multipliers or credit(s). 

In one embodiment, after displaying the entire grid for a few seconds, the game 
controller causes the display to restore the screen to show only the selected windows, 
then pays out the win total associated with the selected windows. The win total in the 
bonus game could be the sum of the selected "coin" symbol awards plus one coin (in a 1- 
coin game) for the winning symbol. The winning symbol will result in an award 2 coins, 
3 coins, 4 coins and 5 coins, respectively, in a 2-coin, 3-coin, 4-coin and 5-coin game. 
The award of coin(s) for the winning symbol assures a winning outcome in the bonus 
game even if the winning symbol is the first (and last) selection in the game. After 
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payment of the award, the display screen in one embodiment can display an attract mode 
animation until the next bonus game is commenced. 

The display commands may include packetized graphics instructions which 
specify, for example, frame animations, sprite animations, text printing and text banners 
to be displayed by the video display in either a "basic" game or "bonus" game. The 
display controller executes the video operating instructions to operate the video display. 

In one embodiment, the display controller takes the form based on a 68 HC1 1 
processor and uses a Xilinx 3030 field programmable gate array (FPGA) to provide the 
logic for an RS-232 interface, an interface to external SRAM 50 and bank switching for 
program PROM and data PROM(s). The FPGA controls the data flow to the display and 
provides any required timing signals. Briefly, the FPGA is operatively coupled, as 
indicated, with the display and also with SRAM, PROM(s) and CPU. An address 
decoder, flash decoder and page register may be also operatively coupled with the CPU 

for addressing the PROM. 

In one embodiment, the display comprises a dot matrix display having 12,288 
elements, including rows of pixels. The pixels are separately actuatable, preferably at a 
rate of at least a full 32 or 64 frames per second or more, to form a graphics display 
which may include, for example, animated characters, text or symbols. It will be 
appreciated, however, that the display may comprise any of several alternative types of 
displays or modified forms of dot matrix displays. For example, the display may 
comprise a CRT, LED, LCD or electro-luminescent display rather than a dot matrix 
display, or may comprise a dot-matrix display having fewer or greater numbers of pixels 
or a different arrangement of pixels than heretofore described. The display may comprise 
a color or monochrome display. In an embodiment where the display comprises a 
monochrome display, the pixels are preferably actuatable at three or more discrete 
intensity levels to emulate three or more shades of gray. 

The display is not limited to showing only the bonus game, but in some 
embodiments may be used to display both the basic game and bonus game. In other 
words, the basic game and bonus game may be implemented entirely in video in a 
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gaming machine not having a mechanical spinning reel display. The video game may 
comprise virtually any type and/or size of video game including, for example, coin 
operated video games, hand-held video games, microprocessor or PC-driven video 
games. The video game includes a game controller operably coupled to a memory unit 
5 and a graphics display. The memory unit stores control software, operational instructions 
and data associated with the video game. 

In one example of a working embodiment, the memory unit includes a read-only 
memory (ROM) for storing a game code, graphics and audio associated with the video 
game and a battery-backed random access memory (RAM) for storing various operating 
10 instructions and data for operating the video game. The ROM memory is non-volatile 

(e.g., its data content is preserved without requiring connection to a power supply) and is 
generally unalterable while it remains within the video game. The battery-backed RAM 
memory is volatile but retains its data content as long as power is provided, either from 
an external power source or the battery back-up. The RAM memory is alterable by the 
15 controller when appropriate (e.g., in response to change in operational status of the video 
game). It will be appreciated that the memory unit may be implemented on memory 
structures other than ROM and battery-backed RAM, or may be integrated on a single 
memory structure. 

The game controller controls play of the video game responsive to player inputs 
20 provided through an operator interface. The game controller may comprise a 

microcomputer, microprocessor or any other suitable device for executing control of the 
video wagering game. Either a commercial operating system (e.g., PC-based, MAC, 
LINUX, UNIX, etc.) or a hardwired unique system may be used. The operator interface 
may comprise any combination of push buttons, joysticks, keypads, touch-screens and the 
25 like. The game controller executes control software in the memory according to the 

player inputs and communicates the resulting video game activity including, for example, 
text, animations and background graphics to the graphics display. Either touch screen or 
a panel of buttons or a keyboard defines an X-Y matrix of selection areas, such as touch 
responsive points positioned adjacent to and overlying the player selectable symbols of 
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the display. The graphics display may comprise a CRT, LED, LCD, dot-matrix, electro- 
luminescent display or any other type of display known in the art. The computer systems 
used are preferably selected from systems described in U.S. Patent Applications Serial 
Nos. 09/405,921 (filed September 24, 1999; titled Video Gaming Apparatus For 
Wagering With Universal Computerized Controller And I/O Interface For Unique 
Architecture); 09/520,404 (filed March 8, 2000, titled Encryption in a Secure 
Computerized Gaming System); 09/949,021 (filed September 7, 2001, titled: Encryption 
in a Secure Computerized Gaming System); and 10/134,657 (filed April 25, 2002, titled 
Encryption in a Secure Computerized Gaming System), U.S. Serial No. 10/134,663 (filed 
April 25, 2002, titled, Authentication in a Secure Computerized Gaming System); and 
10/241,804 (filed September 10, 2002, titled Method for Developing Gaming Programs 
Compatible With A Computerized Gaming Operating System and Apparatus, each of 
these references herein incorporated by reference in their entirety for their disclosure on 
the technical and process construction of gaming apparatus and software. 

It will be appreciated, however, that alternative pay schemes may implemented. 
For example, in one embodiment of the present invention, a winning combination is 
defined by the game controller to occur when a special "start-bonus" symbol appears on 
any three consecutive reels in any of the three visible display positions (e.g., "top," 
"middle" or "bottom"), even though such positions do not correspond with an active pay 
line. The appearance of three symbols in a scatter pay arrangement, in any relationship 
on the screen may also initiate the bonus sequence. The appearance of such a 
combination of "start-bonus" symbols causes the game controller to shift operation from 
the basic game to a bonus game. In another embodiment, the game controller enters the 
bonus game upon the appearance of a special symbol combination on three consecutive 
reels which is not identified on the pay table. Because such combination is not identified 
on the pay table, it is a "start-bonus" combination which players will consider to be a 
losing combination and, accordingly, represents a surprise winning combination to the 
player. Alternatively or additionally, the occurrence of "start-bonus" symbols and/or 
combination(s) may cause the processor to award coin(s) or credit(s) in the basic game. 
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The possible basic game outcomes may also include a special symbol 
combination (e.g., "bonus-resource" outcome) causing the game controller to generate a 
bonus game resource exercisable in the bonus game. The occurrence of "bonus-resource" 
outcome(s) may also cause the game controller to award coin(s) or credit(s) in the basic 
5 game. In one embodiment, the game controller continues to operate in the basic mode 
after the occurrence of a bonus-resource outcome. In this embodiment, any number of 
bonus-resource outcomes may occur through several repetitions of the basic game 
(causing the game controller to generate a corresponding number of bonus game 
resources) before entering the bonus mode, if at all, upon the occurrence of a start-bonus 
1 0 outcome. The bonus game resource(s) may comprise any item which operates to enhance 
the excitement and/or winning expectation in the bonus game. In one embodiment, for 
example, a bonus game resource is usable to override an otherwise undesired outcome of 
the bonus game. For example, in a bonus game including one or more "end-bonus" 
outcome(s) which would otherwise end the bonus game, a bonus game resource, if 
1 5 available, may be used to override the end-bonus outcome and thereby continue play of 
the bonus game. Another type of bonus game resource might be used as a multiplier 
(e.g., 2X, 5X, 10X, etc.) of coin(s) or credit(s) awarded in a bonus game. For example, a 
"5X" resource played in conjunction with a bonus game outcome awarding 5 coins or 
credits would result in an award of 25 coins or credits. 
20 The video "basic" game also includes various basic game outcomes (e.g., special 

symbol combinations) which cause the game controller to shift operation from the basic 
game to a bonus game. The frames or symbols need not be limited to 3 X 3 or 3 X 5 
symbols, but may be provided in many alternative arrangements. Similarly, pay lines do 
not have to be linear or extend across all rows or all columns. For example, the video 
25 "bonus" game may displayed on a 6X5 rectangular grid consisting of thirty selection 
elements or "frames," each associated with a particular bonus game outcome. The 
outcomes consist of various numerical outcomes (such as, for example, coin/credit award 
amounts) and various non-numerical outcomes (such as, for example, "end-bonus" 
outcomes, free spins, extra bonus selections, etc.). The various type(s) of outcomes and 
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the values of the numerical outcomes may or may not be predetermined by the game 
program according to the type of bonus game which is being played (and, in one 
embodiment, according to the number of coins or credits played) but the placement of the 
outcomes in the grid (e.g., the determination of which selection elements are to be 
associated with the various outcomes) is randomly determined by the game controller. 
Arrangement of the various outcomes, once determined, remains fixed for the duration of 
the bonus game. The arrangement of outcomes is reaccomplished, however, upon 
subsequent plays of the bonus game so that each individual bonus game will generally 
have a unique arrangement of outcomes in the grid. 

Upon initial play of the bonus game, the awards are first displayed and then 
masked to "hide" the various outcomes corresponding to the windows. Before play 
begins, the awards and/or game symbols are rearranged. In one preferred form of the 
invention, all game symbols in the bonus game are identical, and all symbols/awards are 
rearranged. As play begins, the player is prompted to select one of the available 
windows. In a touch-screen embodiment of the video game, selection of the window is 
accomplished by the player touching the screen in an area directly over the desired 
window. Upon selection of a window, the game controller causes the outcome associated 
with the selected window to be revealed on the display. Unselected windows remain 
masked so as to continue to "hide" their respective outcomes. Coin(s) or credit(s) are 
awarded as appropriate, corresponding to the selected outcome. 

In an embodiment including "end-bonus" outcomes, the selection of an end-bonus 
outcome causes the game controller to end the bonus game. In other examples of the 
invention, the player picks until two or more revealed symbols match, or until the number 
of picks is expired. Otherwise, the selection of any other outcome causes the controller 
to prompt the player to make other selection(s), one at a time, until an end-bonus 

outcome is selected. 

In one embodiment, after completion of the bonus game, the game controller 
causes the potential selection of bonus awards or bonus events to be displayed for a few 
seconds, then restores the screen to show only the selected frames or screen of the base 
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game. The win total associated with the selected bonus symbols will ordinarily be paid 
out before the start of the next base game. In one other embodiment, the normalized win 
amounts associated with the various windows are the same regardless of the number of 
coins played. Thus, the normalized average bonus also remains the same for any number 

5 of coins or credits played. This is in contrast to the embodiment in which the window 
values differ (and in which the normalized average bonus decreases) in relation to the 
number of coins played. In the video version, where multiple coins or credits are played, 
the actual average bonus value is computed by multiplying the normalized average bonus 
by the number of coins played. 

10 Figure 4 shows a screen 100 displaying potential bonus awards or events 102, 104 

and 106. 

Figure 5 shows the screen 100 of Figure 4 after the displayed bonus awards or 
events are hidden behind mask symbols 1 10, 1 12 and 1 14. 

Figure 6 shows a screen sequence where one selected mask symbol 1 14 partially 

15 reveals an underlying bonus award 102 or event after player selection. The mask 

symbol(s) may be removed to disclose the awards or bonuses by any means. In Figure 6, 
the mask symbol 1 14 is shown to be lifted from the bonus 102. The mask symbol may 
dissolve, shatter, break apart, segment, walk away, fall, float or otherwise disappear from 
blocking the view of the bonus award beneath it. 

20 While the present invention has been described with reference to one or more 

particular embodiments, those skilled in the art will recognize that many changes may be 
made thereto without departing from the spirit and scope of the present invention. Each 
of these embodiments and obvious variations thereof is contemplated as falling within the 
spirit and scope of the claimed invention, which is set forth in the following claims. 

25 



9/15/2003 5:19 PM 



-27- 



